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ONLINE VERSION 

V_/ 

Hayabusa 


Hayabusa Clan Ninjutsu 


How to read the move lists 


Move The name of the technique. The number next to the move indicates the order in which it appears 
in a combo. 

Status Indicates the status of a character after the move is performed. 

There are a number od status indicators: "Back"( facing backwards ),"Bokuho"( Bokuho ), M Lay" 

(lying down ), M Dokuritsu"( Dokuritsu-Ho ),"Kasenko"( Kasenko), and "Dokuja"( Dokuja-Fujin). 

A blank indicates the character will face forward after the move. 

Command The command input necessary to perform the move (assumes the character is facing right). 


0 

Push the pad/stick in that direction 

* 

Hold the pad/stick in that direction 

© 

The Punch / The Y button on the controller 

© 

The Kick/The B button on the controller 

© 

The Free / The X button on the controller 

a 

The Appeal / Right Bumper on the controller 

+ 

Press the buttons at the same time 

■ 

Leave a short pause 


By pressing and holding the button, you can perform a Charge Attack 


Attribute Indicates the attack area attribute of the move: High, Middle, or Low. Multiple attributes in 
parentheses (High, High) indicate a stable-attribute combo attack. 

For throws, this variable indicates the area attribute, as well as whether the throw is used to the 
front or back of an enemy. It also indicates if the throw is a derivative throw (Deriv.) or a 
wall-based throw (Wall). 

Frame This variable indicates the following (from the left): initial time (the time it takes before hit 
detection becomes active), duration time (the length of time that hit detection occurs), and 
inactive time (the length of time that a character remains uncontrollable after the duration of 
the move). 

These numbers are indicated in frames; 1 frame equals one sixtieth of a second. 

Damage The amount of damage caused by the move. 


1 


Character Move List Hayabusa 



Hit Indicates the difference in inactive time between two characters when a move successfully hits. 

[ for instance, a "2" means that the character who performed the move will be inactive for 2 frames 
longer than the character that was hit. ] 

The "x" indicates that the receiving character will be knocked down, while "Cr" means that the 
move triggers a critical hit even when it is landed normally. 

Guard Indicates the difference in inactive time between two characters when a move is blocked. 

[ for instance, an "11" means that the character who performed the move will be inactive for 11 
frames longer than the character that blocked. ] 

GB (Guard Break) indicates moves that can break through a block. Even if the defending 
character blocks, a critical hit will occur. 

Hold Indicates which Hold countermove is effective against the move. "Divert" indicates that the move 
will be diverted away and the defending character will end up behind the attacker. 

Inactive Indicates the difference in inactive time between two characters when a throw or Hold move is 
successful. 

[ for instance, a "16" means that the character who was successful in the throw can move 16 frames 
earlier. ] 

Def. Fall Indicates if a defensive fall is possible or not. 

Floor Indicates whether or not the move will trigger a floor-based danger zone explosion. 

Wall Indicates whether or not a throw move will change if it is performed near a wall. 

[ "Front" if the wall is in front, "Back" if it is in back. ] 

Close Indicates the presence of a "close hit" property. If this is present, the blow will cause more 
damage than usual if the characters are right next to each other. 

Flying Distance of flight to wall. If the nearest wall is within the distance (in meters) indicated here, 
a successful hit will cause the victim to be slammed into the wall, triggering the wall hit 
animation. 

[ "Back" if the wall is in back. ] 

Down Blows that can hit opponents when they are down. 
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Basic Blows 


Move 


Command 

Attribute 

Frame 

Damage 

Hit 

Guard 

Hold 

Flying 

Down 

Jodan-Seiken-Zuki 


© 

High 

10(2)13 

10 

2 

3 

High P 

— 

— 

Shosen-To 


£1® 

Middle 

15(2)22 

20 

6 

6 

Middle P 

— 

— 

Battei-To 


o® 

Low 

14(2)20 

5 

0 

4 

Low P 

— 

• 

Jodan-Mawashi-Geri 


© 

High 

12(2)25 

28 

Cr 

8 

High K 

1 (Counter) 

— 

Sokuto-Geri 


no 

Middle 

14(2)25 

22 

Cr 

10 

Middle K 

1 (Counter) 

— 

Gedan-Mawashi-Geri 


c>© 

Low 

16(2)25 

10 

6 

9 

Low K 

— 

• 


Back-Facing Blows 


Move 


Command 

Attribute 

Frame 

Damage 

Hit 

Guard 

Hold 

Flying 

Down 

Haigeki-Uraken 


© 

High 

12(3)17 

11 

5 

7 

High P 

— 

— 

Haigeki-Chudan-Shuto 


O® 

Middle 

13(2)20 

14 

0 

4 

Middle P 

— 

— 

Haigeki-Gedan-Shuto 


O® 

Low 

13(3)20 

13 

1 

5 

Low P 

— 

• 

Haigeki-Jodan-Geri 


© 

High 

15(3)25 

30 

X 

9 

High K 

2.5 

— 

Haigeki-Chudan-Geri 


0 © 

Middle 

15(3)29 

26 

Cr 

12 

Middle K 

2(Counter) 

— 

Haigeki-Gedan-Geri 


o© 

Low 

18(5)27 

25 

Cr 

14 

Low K 

— 

• 

Rakushin-Ga 


<>© 

Middle 

22(2)26 

28 

X 

8 

Middle K 

1 

• 


Jumping Blows 


Move 


Command 

Attribute 

Frame 

Damage 

Hit 

Guard 

Hold 

Flying 

Down 

Shinku-Sho 


During a forward jump 

© 

Middle 

20(4)25 * 1 

15 

Cr 

~11 

Jumping Middle P 

— 

— 

Shinku-Shu 


During a forward jump 

© 

Middle 

20(4)34 * 1 

30 

X 

~17 

Jumping Middle K 

2 

— 

Shingeki-Sho 


After landing from a forward jump 

© 

Middle 

51(2)26 

25 

X 

9 

Middle P 

2 

— 

Shinso-Shu 


After landing from a forward jump 

© 

Low 

60(5)22 

24 

Cr 

9 

Low K 

— 

• 


At fastest 


Get-Up Attacks 


Move 


Command 

Attribute 

Frame 

Damage 

Hit 

Guard 

Hold 

Flying 

Down 

Rising High Kick 


Face up, feet to enemy 

4© 

High 

35(4)16 

20 

Cr 

6 

High K 

- 

- 

Rising Middle Kick 


Face up, feet to enemy 

© 

Middle 

35(4)18 

20 

Cr 

6 

Middle K 

- 

- 

Rising Low Kick 


Face up, feet to enemy 

*© 

Low 

34(4)16 

20 

Cr 

8 

Low K 

- 

• 

Rising High Kick 


Face down, feet to enemy 

*© 

High 

35(4)16 

20 

Cr 

6 

High K 

- 

- 

Rising Middle Kick 


Face down, feet to enemy 

© 

Middle 

35(4)18 

20 

Cr 

6 

Middle K 

- 

- 

Rising Low Kick 


Face down, feet to enemy 

*© 

Low 

34(4)16 

20 

Cr 

8 

Low K 

- 

• 

Rising High Kick 


Face up, head to enemy 

*© 

High 

35(4)16 

20 

Cr 

6 

High K 

- 

- 

Rising Middle Kick 


Face up, head to enemy 

© 

Middle 

35(4)18 

20 

Cr 

6 

Middle K 

- 

- 


2 
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Get-Up Attacks 


Move 


Command 

Attribute 

Frame 

Damage 

Hit 

Guard 

Hold 

Flying 

Down 

Rising Low Kick 


Face up, head to enemy 

40 

Low 

34(4)16 

20 

Cr 

8 

Low K 

- 

• 

Taiyo-Kijo-Tototsu 


Face up, head to enemy 

® + 0 

Middle 

41(10)26 

30 

X 

8 

Jumping Middle P 

2.5 

- 

Rising High Kick 


Face down, head to enemy 

40 

High 

33(4)16 

20 

Cr 

6 

High K 

- 

- 

Rising Middle Kick 


Face down, head to enemy 

0 

Middle 

33(4)18 

20 

Cr 

6 

Middle K 

- 

- 

Rising Low Kick 


Face down, head to enemy 

40 

Low 

32(4)16 

20 

Cr 

8 

Low K 

- 

• 

Kaiyo-Kijo-Tototsu 


Face down, head to enemy 

® + © 

Middle 

41(10)26 

30 

X 

8 

Jumping Middle P 

2.5 

- 


Unique Combo Attacks 


Move 

Status 

Command 

Attribute 

Frame 

Damage 

Hit 

Guard 

Hold 

Flying 

Down 

(D (Jodan-Seiken-Zuki) 


0 

High 

10(2)13 

10 

2 

3 

High P 

— 

— 

© (Haigeki-Uraken) 


To enemy behind 

© 

High 

12(3)17 

11 

5 

7 

High P 

— 

— 

© Ren-Dan 


0® 

(High, High) 

8(2)15 

10 

3 

4 

High P 

— 

— 

© Ren-Geki-Dan 


©0® 

(High, High) Middle 

15(2)19 

18 

Cr 

9 

Middle P 

— 

— 

® Ren-Jaki-Barai 


©0®® 

(High, High) Middle Middle 

22(3)28 

22 

Cr 

8 

Middle P 

1 

— 

® Joma-Geri 


®O®0 

(High, High) Middle High 

15(2)49 

35 

X 

19 

High K 

3.5 

— 

© Joma-Rengyoin 


®0®04 

(High, High) Middle High — 

144 

— 

— 

— 

— 

— 

— 

© Kusen-Zanto 


®®©® 

(High, High) Middle 

15(2)23 

18 

11 

12 

Middle P 

— 

— 

@ Kusen-Zangeki 


®®<0®® 

(High, High) Middle Middle 

15(2)26 

28 

X 

10 

Middle P 

2 

— 

® Ren-Yami-Barai 


®®©®o® 

(High, High) Middle Low 

18(3)30 

22 

Cr 

15 

Low P 

— 

• 

® Mekki-Tatsumaki 


®0©®0 

(High, High) Middle Middle 

33(4)30 

33 

X 

8 

Jumping Middle K 

1 

• 

© Ren-Kikoku 


®®@ 

(High, High) High 

16(2)35 

16 

X 

23 

High K 

— 

— 

® Ren-Kikoku-Raimei 


®®0@ 

(High, High) High High 

15(2)37 

15 

X 

26 

High K 

— 

— 

© Ren-Kikoku-Shintei 


®®000 

(High, High) High High High 

15(2)40 

20 

X 

12 

High K Divert 

2 

— 

© Ren-Haja yf 


®OC>® 

(High, High) Middle 

17(2)31 

25 

Cr 

14 

Middle K 

— 

— 

® Ren-Hiryu 


®®c>@® 

(High, High) Middle Middle 

30(3)19 

28 

X 

9 

Jumping Middle P 

— 

• 

® Ren-Rensyo^f 


®®C>00 

(High, High) Middle High 

11(2)31 

25 

X 

13 

High K 

— 

— 

® Ren-Ongyo new 


®®C>04 

(High, High) Middle — 

131 

— 

— 

— 

— 

— 

— 

© Ren-Kijin-Shusen 


00O0 

(High, High) Low 

19(3)26 

17 

Cr 

10 

Low K 

— 

• 

® Ren-Kijin-Daihoda 


®®O0®<I® 

(High, High) Low Middle 

24-50(5)24 

29-49 

X 

5 

Middle P 

3 

— 

® Ren-Kijin-Ongyo 


®®O04 

(High, High) Low — 

121 

— 

— 

— 

— 

— 

— 

© Seiken, Jodan-Geri 


®0 

High High 

12(2)28 

26 

Cr 

15 

High K 

— 

— 

© Hato-Geri 


®0@ 

High High High 

16(2)29 

28 

X 

13 

High K 

2 

— 

© Mizore-Uchi 


©® 

Middle 

13(2)19 

18 

6 

7 

Middle P 

— 

— 

© Akki-Barai 


©0® 

Middle Middle 

22(3)28 

22 

Cr 

5 

Middle P 

1 

— 

© Soryu-Geri 


c>®o 

Middle High 

15(2)49 

35 

X 

19 

High K 

2 

— 

© Soryu-Rengyoin 


o@©* 

Middle High — 

144 

— 

— 

— 

— 

— 

— 

© Kusen-To 


<?@ 

Middle 

15(2)23 

18 

11 

12 

Middle P 

— 

— 

© Kushin-Geki 


©0® 

Middle Middle 

15(2)26 

28 

X 

10 

Middle P 

2 

— 

© Yami-Barai 


«®o© 

Middle Low 

18(3)30 

22 

Cr 

15 

Low P 

— 

• 

© Hayo-Nagi-Geri 


®00 

Middle Middle 

21(2)33 

30 

X 

12 

Middle K 

2.5 

— 

© (Shosen-To) 


n® 

Middle 

15(2)22 

20 

6 

6 

Middle P 

— 

— 


3 
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Unique Combo Attacks 


Move 

Status 

Command 

Attribute 

Frame 

Damage 

Hit 

Guard 

Hold 

Flying 

Down 

© Murasame-To 


©®® 

Middle High 

18(3)25 

18 

Cr 

10 

High P 

— 

— 

© Shinso-Zuki 


Cl®®® 

Middle High Middle 

19(2)25 

24 

Cr 

9 

Middle P 

1 

— 

Amatsuki 


o® 

High 

14(3)19 

22 

Cr 

6 

High P 

— 

— 

© Chisen-To 


©® 

Low 

16(2)19 

18 

7 

10 

Low P 

— 

• 

© Chisen-Kyaku 


*®® 

Low Low 

20(5)22 

25 

Cr 

14 

Low K 

— 

• 

Raishin-Geki 


©c>® 

Middle 

14(2)26 

22 

Cr 

10 

Middle P 

2 

— 

Shinyo-Chozan 


©©® 

Middle 

27(2)25 

27 

Cr 

5 

Middle P 

2 

• 

Garyo-Sen 


o©©>® 

Middle 

25(3)23 

24 

X 

9 

Middle P 

— 

• 

©Tsuka-Kudaki 


Cl Cl® 

Middle 

18(3)41 

24 

Cr 

20 

Middle P 

1 

• 

© Bizen-lchimonji 


©©®o® 

Middle Low 

24(5)22 

24 

Cr 

13 

Low K 

— 

• 

© Shingyoso-Ongyoin 


©©®* 

Middle — 

121 

— 

— 

— 

— 

— 

— 

© (Jodan-Mawashi-Geri) 


o 

High 

12(2)25 

28 

Cr 

8 

High K 

1 (Counter) 

— 

© Jaki-Barai 


o® 

High Middle 

20(3)27 

22 

Cr 

13 

Middle P 

1 

— 

© Hazumi-Guruma 


o® 

High High 

24(3)28 

36 

X 

5 

High K 

4 

— 

© Haja-Hiza-Geri 


oo 

Middle 

15(2)31 

25 

Cr 

14 

Middle K 

— 

— 

© Haja-Hiryu 


©o® 

Middle Middle 

30(3)19 

28 

X 

9 

Jumping Middle P 

1 

• 

© Haja-Rensho 


©®@ 

(Middle, High) 

11(2)31 

25 

X 

13 

High K Divert 

1.5 

— 

© Haja-Ongyo 


©o* 

Middle — 

131 

— 

— 

— 

— 

— 

— 

Onibishi 


<3© 

High 

14(3)24 

22 

Cr 

9 

High K 

1 

— 

© (Sokuto-Geri) 


Cl® 

Middle 

14(2)25 

22 

Cr 

10 

Middle K 

1 (Counter) 

— 

© Sokuto-Renshu 


CIO® 

Middle Middle 

20(3)34 

30 

X 

13 

Middle K 

3.5 

— 

© Ura-Chiso-Kyaku 


©OO® 

Middle Low 

30(5)36 

24 

Cr 

21 

Low K 

— 

• 

© Hagen-Shokyaku 


<>© 

High 

12(3)30 

26 

X 

14 

High K 

— 

— 

© Hagen-Koryu-Kyaku 


oo® 

High Middle 

18(3)23 

26 

X 

10 

Middle K 

1 

• 

Nichirin-Kyaku 


©o 

Middle 

20(4)30 

30 

Cr 

14 

Jumping Middle K 

1 

• 

Tenrin-Kyaku 


©o 

Middle 

14(4)33 

40 

X 

18 

Middle K 

1 

• 

© Riei-Shusen-Kyaku 


©o 

Low 

17(3)26 

17 

Cr 

10 

Low K 

— 

• 

© Riei-Daihoda 


©®©<3® 

Low Middle 

24-50(5)24 

29-49 

X 

5 

Middle P 

3 

— 

© Riei-Ongyo 


©o * 

Low — 

121 

— 

— 

— 

— 

— 

— 

Chitose-Hishitsu 


C>C'-© 

Middle 

19(7)24 

35 

X 

11 

Jumping Middle K 

3 

— 

Jisuberi 


©Cl® 

Low 

30(4)37 

28 

X 

23 

Low K 

— 

• 

Mai-Kiri 


©©©o 

Middle 

17(3)34 

30 

X 

11 

Middle K 

3.5 

— 

© Shoryu-Kyaku 


While crouching 

o© 

Middle 

14(3)52 

26 

Cr 

25 

Middle K Divert 

1 (Counter) 

— 

© Shoryu-Tenda 


While crouching 

<©@® 

Middle Middle 

44(2)25 

32 

Cr 

5 

Middle P 

2 

• 

© Shoryu-Tenho 


While crouching 

©o® 

Middle Middle 

36(3)50 

35 

X 

22 

Jumping Middle K 

2 

— 

© Soku-Zanto 


®+© 

High 

13(3)25 

25 

Cr 

10 

High P 

1 

— 

© Soku-Rento 

Back 

®+®® 

High Middle 

22(3)25 

18 

Cr 

4 

Middle P 

— 

— 

Tenma-Meido-Ha 


©®+® 

High 

21(2)24 

26 

Cr 

10 

High P 

1 

— 

©Tenma-Ongyo 


©® + ®4 

High- 

123 

— 

— 

— 

— 

— 

— 

Gao-Sho 


©®+®ffi© 

Middle 

33-76(3)28 

45-65 

X 

GB 

Middle P 

4 

— 

© Shokaku-Sho 


©®+® 

Middle 

23(4)48 

25 

X 

22 

Middle P 

— 

• 

© Shokaku-Shoda 


©®+®@ 

(Middle, High) 

19(3)47 

16 

Cr 

19 

High P Divert 

— 

— 

© Shokaku-Renshoda 


©®+o®® 

(Middle, High, High) 

14(3)41 

16 

Cr 

19 

High P Divert 

— 

— 

®Shokaku-Rensho 


©®+®®®o 

(Middle, High, High) Middle 

23(5)30 

28 

X 

14 

Jumping Middle K 

1 

• 

© Zuikaku-Rensho 


©®+o®@ 

(Middle, High) Middle 

20(5)30 

28 

X 

15 

Jumping Middle K 

1 

• 

© Zuikaku-Shozan 


©®+o® 

Middle Middle 

30(5)30 

28 

X 

14 

Jumping Middle K 

1 

• 


4 



















DEAD OR ALIVE 4 The Official WebSite 


ONLINE VERSION 


Character Move List | Hayabusa 


Unique Combo Attacks 


Move 

Status 

Command 

Attribute 

Frame 

Damage 

Hit 

Guard 

Hold 

Flying 

Down 

© Rekku-Ho 

Back 

o®+© 

Middle 

20(2)27 

22 

Cr 

11 

Middle P 

1 

• 

© Rekku-Rakushin-Ga 


o®+©@ 

Middle Middle 

24(2)26 

25 

X 

9 

Middle K 

1 

• 

© Kikoku-Shu 


®+© 

High 

14(2)35 

20 

X 

23 

High K 

— 

— 

@ Kikoku-Raimei-Kyaku 


©+©© 

High High 

15(2)37 

15 

X 

26 

High K 

— 

— 

© Kikoku-Shintei-Kyaku 


©+©©© 

High High High 

15(2)40 

30 

X 

12 

High K Divert 

2 

— 

Junyo-Shu 


©© + © 

Middle K 

22(3)28 

28 

X 

9 

Middle K 

1 

— 

Zanma-Geri 


n®+© 

Middle 

28(4)30 

35 

X 

8 

Middle K 

1 

• 

© Chisho-Kyaku 


o©+© 

Low 

23(5)22 

24 

Cr 

14 

Low K 

— 

• 

© Chiso-Shoryu-Kyaku 


o®+©@ 

Low Middle 

26(5)48 

26 

Cr 

25 

Middle K Divert 

1 (Counter) 

— 

® Chiso-Shoryu 


o©+©©® 

Low Middle Middle 

42(2)25 

32 

Cr 

5 

Middle P 

2 

• 

© Chiso-Tenho 


^®+©©© 

Low Middle Middle 

34(3)50 

35 

X 

22 

Jumping Middle K 

2 

— 

Kazabana 


During Fumon 

© 

Middle 

46(10)26 

42 

X 

8 

Jumping Middle P 

4 

— 

Furetsu 


Next to wall, during Fumon 

© 

Middle 

36(13)26 

45 

X 

8 

Jumping Middle P 

4 

— 

Hiyo-Shoken 


While jumping over obstacle 

© 

Middle 

40(6)12 * 1 

29 

X 

GB 

Jumping Middle P 

1 

• 

Hiyo-Shokyaku 


While jumping over obstacle 

© 

Middle 

37(6)32 * 1 

29 

X 

GB 

Jumping Middle K 

1 

• 


1 At fastest 


Attacks from the Ongyoin Stance 


Move 

Command 

Attribute 

Frame 

Damage 

Hit 

Guard 

Hold 

Close 

Flying 

Down 

Fudo-Utsusemi (Behind) 


— 

80 

— 

— 

— 

— 

— 

— 

— 

Fudo-Utsusemi (Right) 


— 

80 

— 

— 

— 

— 

— 

— 

— 

Fudo-Utsusemi (Left) 

oo 

— 

80 

— 

— 

— 

— 

— 

— 

— 

© Fudo-Tocchu 

© 

High 

61(2)24 

26 

Cr 

10 

High P 

— 

1 

— 

© Fudo-Ongyo 

©4 

High- 

123 

— 

— 

— 

— 

— 

— 

— 

Fudo-Chikatsu-Kyaku 

© 

Low 

70(4)37 

28 

X 

23 

Low K 

— 

— 

• 

Fudo-Unryu 

Aiaiaa * 2 

Middle 

87-124(3)32 

28 

X 

GB 

Jumping Middle P 

— 

1 

• 

Fudo-Ryujo 

00 

Middle 

74(3)38 

38 

X 

GB 

Jumping Middle K 

— 

2 

• 

Fudo-Kaganui 

O® 

Middle 

55(10)26 

42 

X 

8 

Jumping Middle P 

— 

4 

— 

Fudo-Shinano-Azusa 

c>o 

Middle 

59(7)24 

35 

X 

11 

Middle K Divert 

— 

3 

— 

Fudo-Shokaku-Sho 

© + © *3 

Middle 

63(4)48 

25 

X 

22 

Middle P 

— 

— 

• 

Fudo-Kaiju 

© 

— 

91 

— 

— 

— 

— 

— 

— 

— 


^ 2 There is no increase in damage for a Charge Attack in this case. 
3 Moves starting from Shokaku-Sho can be connected. 


5 
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Throws 


Move 


Command 

Attribute 

Frame 

Damage 

Inactive 

Def. Fall 

Floor 

Wall 

Flying 

Juji-Garami 


® + ® 

High Front 

5(2)23 

40 

— 

• 

• 

Front 

— 

Yagura-Kuzushi 


When enemy's back faces a slope 

® + ® 

High Front 

5(2)23 

* 4 

— 

— 

— 

— 

— 

Koryu-Otoshi 


When back faces a slope 

® + ® 

High Front 

5(2)23 

* 4 

— 

— 

— 

— 

— 

Kubikiri-Nage 


oo+© 

To enemy behind 

0® + ® 

High Front 

OH 

36(3)32 

45 

— 

• 

• 

Front 

Front 

Fudo-Zanshu 


During Ongyoin 

® + ® 

To enemy behind, 
during Ongyoin 

® + ® 

High Front 

OH 

87(3)32 

— 

• 

• 

Front 

Front 

Suritsuke-Zanshu 


Next to wall, during Fumon 

® + © 

To enemy behind, 
next to wall, during Fumon 

® + ® 

High Front 

OH 

54(3)32 

— 

• 

• 

Front 

Front 

Shoro-Uchi 


Next to wall 

® + ® 

Wall 

5(2)23 

55 

— 

— 

— 

— 

— 

Next to wall 

o®+® 

36(3)32 

Next to wall, 

During Ongyoin 

® + ® 

87(3)32 

Next to wall, during Fumon 

® + @ 

54(3)32 

Next to wall, 
to enemy's back 

36(3)32 

55 

— 

— 

— 

— 

— 

To enemy's back, 

Next to wall, during Ongyoin 

® + © 

87(3)32 

To enemy's back, 

Next to wall, during Fumon 

® + ® 

54(3)32 

Gen-Ei 



High Front 

7(2)24 

0 

5 

— 

— 

— 

— 

Yama-Arashi 



High Front 

10(2)25 

55 

— 

— 

• 

— 

— 

While jumping 

® + ® 

44(2)24 

Hayabusa-Geri 


C>c>® + ® 

High Front 

OH 

17(3)30 

45 

— 

• 

• 

— 

Back 

Shiho-Nage 


^>®+® 

High Front 

7(2)24 

48 

— 

— 

• 

— 

— 

Kabuto-Gari 


While crouching 

0®+® 

High Front 

OH 

21(3)49 

50 

— 

— 

— 

— 

— 

To enemy's back, 

While crouching 

0® + ® 

55 

— 

— 

— 

— 

— 
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Throws 


Move 


Command 

Attribute 

Frame 

Damage 

Inactive 

Def. Fall 

Floor 

Wall 

Flying 

Rakurai-Sho 


OD©®+® 

High Front 

10(2)25 

60 

— 

— 

• 

— 

— 

(D Shorai-Sho 


©LK>£ie>® + © 

High Front 

12(2)26 

25+20 

— 

• 

• 

Ceiling 

— 

(D Hai-Shorai-Sho 


To enemy's back 

©LX>C)C>® + ® 

High Back 

12(2)26 

25+20 

— 

• 

• 

Ceiling 

— 

(D Kamaitachi 


During Shorai-Sho 

ocit>cioo+o 

Deriv. 

— 

30 

— 

— 

• 

— 

— 

® Izuna-Otoshi 


During Kamaitachi 

Deriv. 

— 

50 

— 

— 

• 

— 

— 

© Shorai-Tensho 


In area with ceiling 

O&Ott&Q+Q 

High Front 

12(2)26 

25+20 

Cr 

• 

— 

— 

— 

© Hai-Shorai-Tensho 


In area with ceiling, 
to enemy's back 

High Back 

12(2)26 

25+20 

Cr 

• 

— 

— 

— 

© Resshin-lzuna 


During Shorai-Tensho 

0Clt>U00 + 0 

Deriv. 

— 

30 

— 

— 

— 

Front 

— 

© Rekku-lzuna 


During Shorai-Tensho, 

with a wall in front 

^£)C>CK>® + ® 

Deriv. 

— 

40 

— 

— 

— 

— 

— 

Ura-Nage 


To enemy's back 

® + ® 

High Back 

5(2)23 

60 

— 

— 

• 

— 

— 

Kandachi-Otoshi 


To enemy's back 

<0® + ® 

High Back 

10(2)25 

68 

— 

— 

• 

Back 

• 

Ceiling 

— 

To enemy's back 
while jumping 

® + ® 

Mijin-Hairaku 


Next to wall, 
to enemy's back 

0® + ® 

High Back 

10(2)25 

75 

— 

— 

— 

— 

— 

Next to wall, to enemy's back, 
while jumping 

® + ® 

Kandachi-Tenraku 


In area with ceiling, 
to enemy's back 

0® + ® 

High Back 

10(2)25 

75 

Cr 

• 

— 

— 

— 

In area with ceiling, 
to enemy's back, while jumping 

® + ® 

Rakuryu-Sho 


To enemy's back 

OD©®+® 

High Back 

7(2)24 

65 

— 

— 

• 

— 

— 

Hane-Karakuri 


To crouching enemy 

^® + ® 

Low Front 

5(2)22 

55 

— 

— 

• 

— 

— 

To crouching enemy, 
while jumping 

o®+® 

Zanshu-Sen 


To crouching enemy 

£1® + ® 

Low Front 

OH 

10(3)30 

50 

— 

— 

• 

— 

— 
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Throws 

Move 


Command 

Attribute 

Frame 

Damage 

Inactive 

Def. Fall 

Floor 

Wall 

Flying 

Takitsubo-Watari 


To crouching enemy's back 

0® + ® 

Low Back 

5(2)22 

65 

— 

— 

• 

— 

— 

To crouching enemy's back, 
while jumping 

^®+® 

42(2)22 

Shoho-lzuna 


When Shokaku-Rensho hits enemy 

©CX>CJC>£K>® + ® 

Deriv. 

— 

25 

— 

— 

• 

Ceiling 

— 

Zuiho-lzuna 


In area with ceiling, 

when Shokaku-Rensho hits enemy 

OI3<>€JC>£K>© + Q 

Deriv. 

— 

5+5+25 

— 

— 

— 

Front 

— 

Ryuho-lzuna 


In area with ceiling and wall in front, 
when Shokaku-Rensho hits enemy 

©CX>U©OK>® + ® 

Deriv. 

— 

5+5+35 

— 

— 

— 

— 

— 


^ 4 The damage of slope-based throws is dependent on the length of the slope. 


Holds 


Move 


Command 

Attribute 

Frame 

Damage 

Inactive 

Def. Fall 

Floor 

Wall 

Flying 

© Shorai-Dan 


Against a high punch 

13® 

High P 

0(22)8 

25+20 

— 

• 

• 

Ceiling 

— 

© Senko-Kamaitachi 


During Shorai-Dan 

<>G<M300 

Deriv. 

— 

30 

— 

— 

• 

— 

— 

© Senko-lzuna 


During Senko-Kamaitachi 

OUOCODO® 

Deriv. 

— 

50 

— 

— 

• 

— 

— 

© Shorai-Tendan 


In area with ceiling, 
against a high punch 

©® 

High P 

0(22)8 

25+20 

Cr 

• 

— 

— 

— 

© Resshin-lzuna 


During Shorai-Tendan 

Deriv. 

— 

30 

— 

— 

— 

Back 

— 

© Rekku-lzuna 


During Shorai-Tendan, 

with a wall in back 

Deriv. 

— 

40 

— 

— 

— 

— 

— 

Kag e-Toro 


Against a high Kick 

c® 

High K 

0(22)8 

22+30 

— 

— 

• 

— 

— 

© Shorai-Mon 


Against a middle punch 

0® 

Middle P 

0(22)8 

25+20 

— 

• 

• 

Ceiling 

— 

© Rekko-Kamaitachi 


During Shorai-Mon 

O©<013^>® 

Deriv. 

— 

30 

— 

— 

• 

— 

— 

© Rekko-lzuna 


During Rekko-Kamaitachi 

OaOOODO® 

Deriv. 

— 

50 

— 

— 

• 

— 

— 

© Shorai-Tenmon 


In area with ceiling, 
against a middle punch 

©® 

Middle P 

0(22)8 

25+20 

Cr 

• 

— 

— 

— 

© Resshin-lzuna 


During Shorai-Tenmon 

OGOCO® 

Deriv. 

— 

30 

— 

— 

— 

Back 

— 
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Holds 


Move 


Command 

Attribute 

Frame 

Damage 

Inactive 

Def. Fall 

Floor 

Wall 

Flying 

© Rekku-lzuna 


During Shorai-Tenmon, with a wall in back 

ododo© 

Deriv. 

— 

40 

— 

— 

— 

— 

— 

Orochi-Gari 


Against a middle kick 

3 ® 

Middle K 

0(22)8 

22+30 

— 

— 

• 

— 

— 

© Shorai-Kyaku 


Against a low punch 

3® 

Low P 

0(22)5 

25+20 

— 

• 

• 

Ceiling 

— 

© Yoko-Kamaitachi 


During Shorai-Kyaku 

ODODOO 

Deriv. 

— 

30 

— 

— 

• 

— 

— 

© Yoko-lzuna 


During Yoko-Kamaitachi 

OQOCJODO© 

Deriv. 

— 

50 

— 

— 

• 

— 

— 

© Shorai-Tenkyaku 


In area with ceiling, 
against a low punch 

3® 

Low P 

0(22)8 

25+20 

Cr 

• 

— 

— 

— 

© Resshin-lzuna 


During Shorai-Tenkyaku 

33330® 

Deriv. 

— 

30 

— 

— 

— 

Front 

— 

© Rekku-lzuna 


During Shorai-Tenkyaku, 

with a wall in front 

33330® 

Deriv. 

— 

40 

— 

— 

— 

— 

— 

Koken-Giri 


Against a low kick 

3® 

Low K 

0(22)5 

52 

— 

— 

— 

— 

— 

Gasai 


Against a jumping punch 

0® 

Jumping P 

0(22)8 

57 

— 

— 

• 

— 

— 

Hai-Tenraku 


Against a jumping kick 

o® 

Jumping K 

0(22)8 

57 

— 

• 

• 

— 

— 


Down Attacks 

Move 


Command 


Frame 

Damage 






Naraku-Zuki 


To knocked-down enemy 

0 ® + ® 


34(12)59/53 

18 







The inactive time frames are listed as (successful/unsuccessful). 


Special Moves 

Move 


Command 


Frame 

Damage 

Hit 

Guard 

Hold 



Ongyoin 


<0® + ® 


120 

— 

— 

— 

— 



Urakaze 


3® 


40 

— 

— 

— 

— 



Fumon 


13® 


46 

— 

— 

— 

— 



Fugyoin 


3®* 


138 

— 

— 

— 

— 



Asuka-Gaeshi 


Next to wall, during Fumon 

o 


76 

— 

— 

— 

— 



Taunt 1 


333 ®+®+© 


100 

— 

— 

— 

— 



(B 

Taunt 2 


33®+®+® 


56 

— 

— 

— 

— 



3 

o 

3 
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Tag Throws 


Move | | Command | Attribute | Frame | Damage | Inactive | Def. Fall | Floor | Wall | Flying 

Unique Tag Throws 

Izuna-Fusha-Otoshi 


Teamed with Kasumi 

FHigh Front 

5(2)23 

70 

— 

— 

• 

— 

— 

Raiko-FHajin-Shu 


Teamed with Ayane 

® + ® 

High Front 

5(2)23 

30+40 

— 

— 

• 

— 

— 

Soren-Tsuji-Kaze 


Teamed with Flayate 

® + ® 

High Front 

5(2)23 

20+50 

— 

— 

• 

— 

— 

Aotaka-Gari 


Teamed with Ein 

® + ® 

High Front 

5(2)23 

70 

— 

— 

• 

— 

Back 

Kagi-Utage 


Teamed with Gen Fu 

® + ® 

High Front 

5(2)23 

30+40 

— 

— 

• 

— 

— 

Rengoku-Otoshi 


Teamed with Bayman or Leon 

® + ® 

High Front 

5(2)23 

70 

— 

— 

• 

— 

— 

Izuna-Bakufu-Otoshi 


Teamed with Bass 

® + ® 

High Front 

5(2)23 

20+50 

— 

— 

• 

— 

— 

Tsukigari 


Teamed with Jann Lee 

® + ® 

High Front 

5(2)23 

20+50 

— 

— 

• 

— 

— 

Onikubi-Gari 


Teamed with Tina 

® + ® 

High Front 

5(2)23 

70 

— 

— 

• 

— 

— 

Basic Tag Throw 

(D Shorai-Dan 


When partner presses 

® + ® *5 

High Front 

* 6 

25+20 

— 

• 

• 

— 

— 

© Senko-Kamaitachi 


During Shorai-Dan 

Deriv. 

— 

25+ 30 

— 

— 

• 

— 

— 

(D Senko-lzuna 


During Senko-Kamaitachi 

Deriv. 

— 

25+50 

— 

— 

• 

— 

— 


^ 5 The basic tag throw is performed when the tag partner does not have a unique tag throw with the character. 


^ 6 Depends on tag partner. 
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